


‘Thank you for choosing the fun-filled TECMO SUPER 
BOWL game pak by TECMO, LTD. 





‘SAFETY PRECAUTIONS 


Pease tke time to read the important instructions in this Бон. Observing the 
stop by step insvuctons and complying with warnings wil е you personal 
santas 1 greater game satisfaction over a long period of tine 








‘Tr gaa cone by та тон. sa поа asics Du 


Matas erp onte NONE aa d 
— ‘er wrt ast cso To 
— * [opa 





our a 
Mo wien Se" 


NINTENDO AND NINTENDO ENTERTAINMENT SYSTEM ARE REGISTERED 
TRADEMARKS OF NINTENDO OF AMERICA INC. 








ADVISORY 
READ BEFORE USING YOUR NES/SUPER NES 
{ral potion и Ви atin y cence eine eum wn vg ctun 





ple пим o f you experimen an ot he allow symptom wise pain nero 
Tames att vision, usi cio, aer ivory normar. bis à aware ИН 
Tor sua, ment! toon ander comas 








A WARNING A 
DO NOT USE WITH FRONT OR REAR PROJECTION TV- 


Da o pon a lant o pen ec wth ytd nent Ses” M) 














Table of Contents 


1. Tecmo Super Bow! 
Convenient Power-off Memory Function 
2. Operation of the controls 
Making menu and data choices 
"Window controls 
3. Tecmo Super Bow! — Three Game Modes 
#1 Preseason Game 
#2 Regalar Season Game 
#3 Pro Bow Game 
‘Team Data 
‘Team Data Screen 
Pro Bon game 
‘Team Control 
“Regular Season Game 
“Reset command 
4. Game Start 
“Lis of Control Techniques 
^ Cosroling the iens 
‘Controing the Detense 
‘Game Composition 
5. The Road to the Super Bowl 
TECHNIQUE SECTION 
Running Pays 
‘Pass Pays 
* Detense 
STRATEGY SECTION 
AUTO SIP SECTION 
6. Team Introduction 





page 32 


ЕЈ 
page 36 


1. TECMO SUPER BOWL 


Tecmo Super Bowl is a football game that simulates real 
NFL action. Players can experience an entire season — 
from summer preseason games to the final Pro Bowl 
game. All 28 NFL teams are included in this game. Each 
team is made up of 30 players and each player is based 
upon data taken from the actual football players from the 
90/91 NFL season. Enjoy the excitement of football to 
your heart's content. 





* THE PLAYERS AND STATISTICS IN TECMO SUPER BOWL HAVE BEEN PICKED 
FROM ACTUAL NFC AND AFC TEAM ROSTERS. UNFORTUNATELY DUE TO 
PROGRAMMING AND OTHER LIMITATIONS WE COULD NOT INCLUDE ALL 
PLAYERS FROM ALL TEAMS. WE HAVE ENDEAVORED, HOWEVER, 10 CREATE 
THE MOST AUTHENTIC FOOTBALL GAME POSSIBLE IF PER CHANCE WE HAVE 
MISSED ONE OF YOUR FAVORITE PLAYERS PLEASE ACCEPT OUR APOLOGY. 











© Convenient Power-off Memory Function 


This game cartridge is equipped with a back-up battery 
that enables you to save the results of games played. In 
‘order to make sure that the data you have saved isn'tlost, 
always press the reset button while turning the power off. 
Be careful not to remove the cartridge while the power is 
‘on and do not turn the power switch on and off in rapid 
‘succession. Doing either ofthese things may cause dam- 
‘age to the data and scores saved by the back-up battery. 
(To reset the Memory — see page 21) 


2. Operation of the Control 


Pressing any button during the demo screen action will 
cause the title screen to appear. Pressing the start 
button will cause the Main Menu screen to appear. Move 
the + Control Pad up and down to make your choices 
from among the four main menus: preseason game, re- 
gular season game, pro bowl, and team data. For details 
concerning the menus, refer to the corresponding sec- 
tions which follow. 





© Making menu and * Mein Menu Screen 
data choices 





2 I 








+ Control Pad Used to move the =D>" mark when choosing tems 
© bution Used о make your choices. 
© bution Used t cancel your choices. 

© Window Controls 
Choosing tems + Control Pad 
Entering your choice button 
Canceling a selection ar etuming to the previous screen | button 


Looking at the players диз for the offensive starters Start button 


3. Tecmo Super Bowl - Three Game Modes 


#1 — Preseason Game 


To play a preseason game, begin by choosing 
"Preseason game" then choose two teams from among 
the 28 NFL teams listed. 

* Data from preseason games is not saved. 

И you choose "Preseason" from the — Team Control Window 
main menu, the Team Control 
Window wil appear. 






* Use this window to 
determine the mode for 
your game (see the Team 
Control page for more 
details — Page 15). 


your game mode, 
Select screen will appear. 






+ Team Select Screen 


* Choose your team and 
your opponent's team. 


Once you have chosen 
the two teams, the game 
will begi 


* You can change a team's starting roster before the 
game begins (see the Team Data page for more details 
— Page 8). 


32 — Regular Season Game 


Each team plays one regular season game every week 
during the 17 week season. The teams with the best 
season records then compete in the playoffs to decide 
the two Super Bowl contestants. These two teams then 
play in the Super Bowl to decide which is the world 
champion. Records for each team and player are kept in 
the cartridge's memory throughout the entire season. 


+ Choose "Season" from 
the main menu and the 
options window will. 
appear. While this screen. 
is on you can confirm the 
game data and change 
the game settings. Then 
choose "Game Start" to 
begin the game (See the 
Regular Season Game 
Data section for more 
details — page 16). 


* Options Window 





#3 — Pro Bowl Game 


The Pro Bowl game is an 
all-star match-up between 
the best players in the 
AFC and NFC. The 
startingline-ups of the 
two all-star teams can be 
changed by using the 
‘Team Data mode (see 
page 8~15). 


© Team Control Window 





Choose “Pro Bowl” from the main menu and the Team 
Control Window will appear. After setting the game 
mode, choose either the AFC or NFC and the game will 
begin. (see page 15) 


© Team Data 


When you want to 
look up team's or 
players data, or 
when you want to 
change the starting 
line-up choose the 
team from the list 
and then press the 
Mbutton. Data for 
the team that you 
have chosen will 
then appear on the 
screen. (Refer to 
page 14 for infor- 
mation concerning 
the All- Star Team 
Data Screen.) 


© Team Data Screen 


Team пате: 


** Team List Screen 








Conference 
and division 
Roster | 


ТА Gee page 8) 
2 (see page 12) 
З (see page 12) 
< (see page 13) 


4 Slide to the right or lett e 


© Select “Players Data" to look at data for an individual 
player. 


Use the + Control Pad to select “Players Data” and press 
the & button and the “>” mark will be displayed in the 


в 


roster column. Use the + Control Pad to select the player 
whose condition and data you want to see. The + Control 
Pad can be used to move right or left in the roster column. 
Press the ®button to review Players Data. 


* Looking at the Players Data 








Position 


Lorca 
йи 


{ 


®... A player's condition is described in five levels, 


@RECORD— 


scent top condition 
бой 

жез 
Ba 





тшен. 








®... Record 

Passing Rushing 

AT: pass attempts, жт. 

WoS, $ passing yards gained ws 

GOMP. : pass completions. NG. 

МБ. rue yar aad per pass. | TD. 
Tout 


average 


Т0? тоест tac. | xo 
Interceptions НА 
МО, number of інс: 


YOS. yards айоо interception tus 10. 
ANG. eran yards gair 


m. 








ов Sacks 
SMS mumbar of quarterback sacks. 





mun. 
Mckolf etum touchdowns 


Ability 


This area displays the abilities of the various players. 
The items change depending on the 
player's field position. 


O Ability indicators for all players. | OAbity indicators fora OF 
Running Speed. a players rushing speed. | Passing Speed. 








Rushing Power -a players rushing Pass Conta 
strength Accuracy of Passing, 

мит уен las mumum | Ar Pass Book 

iting Power: per зд when 
ee — for defensive 
opponent. бк. 


Pass interceptions 

‘bilities of running backs, wide Quickness 
receivers and tight ends. 

Ва соті: AbMy to Avoid Fumbles. 

Bene Al Cuen Pats 


Mity natos tor puntore 


sn, 
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(2 Offensive Starters 


*Use the + Control Pad to select “OF Starters” and 
press the ®button to check and make changes to the 
offensive starting line-up. 


Use the + Control 
Pad and ®button 
to move the players 


AB 





from the “Starter e —— "ө RATER 
column and vice МЕ S 

versa, See the [t 
section on line-up 





changes for more X 


details (page 26). 








button and the reset window will appear. Choose "Yes" 
to return to the original starting line-up. 





* You can check a player's data by choosing the player's 


name and then pressing the start button. (see page 8) 


2 Defensive Starters 





«Use the + Control 
Pad to select "DF 
Starters" and press. 
the & button to 
check the defensive. 
starting line-up. 


* The defensive. 
starting line-up 
cannot be changed. 








sone өнен, BE ER ШР 
DIT 


ai 















">" mark to the “starter” position, press the ® 


ee | 





® Play Book 


Use the + Control Pad to select “Play Book” and press 
the & button to check and make substitutions for the 
eight plays that a team can use during a game. Each 
team can choose its plays from among eight play patterns 
which include four running plays and four pass plays. 
With this command the offensive team can choose any play 
that it wants to use from among the eight play selections. 


Changes can be made to the 
play pattern that is flashing. 
Use the + Control Pad to 
choose the play pattern that 
you do not want to use and 
then press the ® button. 


-Choose “Data Reset” to retum to the 
original play pattems. 





Substitute play patterns will 
appear in the pass play area 
when switching from a 
running play, and in the 
running play area when 
switching from a pass play. 
Move the + Control Pad to 
the right or left to choose 
the play pattern that you 
want to use. 





The substitute play patterns 
will move to the right and left. 
Bring the play pattern that 
you want to use to the. 
center of the screen. 











© Pro Bowl game 


«When you choose an All-star team from the Team List 
screen and then press the ® button. All-star team data 
screen will appear. 


© All-star Team Data screen 


2x 





©, 9, 2, ©... See the previous pages. 

© Move the “>” mark to 5 and press the ® buttoi 
the “>” mark will be displayed in the “Pro Bowl" 
Player ("All Stars") column. 
Use the + Control Pad to move the “>” mark to the 
name of the player that you want to replace. 
Choose the name of the player that you want to 
replace, press the ® button and the names of the Pro 
Bowl candidates for each team in the league will be 
displayed at the top of the screen. 
st of "NI Stars” candid 

Players Home Team. 


























uva rre yom 


Players Position 





g | om . 0 


"Even an injured player can participate in the 

Pro Bow 

© Choose “Reset Players" to 
return to the original Pro 
Bowi rosters. 















To choose a substitute | Mave the + Control Pad up or dawn to choose a player, | 
then press the © button to enter your selection. 


To choose the substitute | Moving the + Control Pad to the right or lett will 
player's team. cause the team display section to side to 
the side and be replaced by a diferent team, 


Enjoy the Pro Bow! game by choosing your own all-star 
team. 





Team Control 
* Use the following four modes to control your team. 


(1) MAN: usod to control an individual team. (Manual Player) 
(2) COA: used to enjoy the experience of being the head coach. Use this mode 
to select the plays, call time outs, and for making substitutions to the 
line-up. 
During the game the players will automatically move according to the 
coach's instructions. (Coach Player) 

(8) COM: used to leave ай the controls to the computer. (Computer Payer) 

(4) SKP: used during a regular season game, This mode functions in the same 
way as the COM mode, but when both teams in a game are In the SKP 
control mode, the game will automatically be skipped and only the 
result of the game wil be shown. (Same as COM except when SKP vs 
SKP ~ see page 16) 

















* In a regular season game, move the “>” mark to your 
team's name and press the ® button to change your 
team’s control mode. 





| Pressing the ® button repeatedly will switch the control 


from MAN to COA to COM to SKP. 


MAN vs COM 
MAN vs COA 
COA vs COM 
COA vs COA 
COM vs COM 
SKP vs SKP 


| "Mta Skip 
3 








-vi-SKP games on a week b 
‘ame which в set to MAN, COA or COM. (for detalls ~ see" 2 schedule" of page 17.) 


~ One player game. 

= Controller 1 PLAYER against COMPUTER. 

= Two payer game, 

= Controller 1 PLAYER against Controller 2 PLAYER, 

To player game. 

= Controller Y PLAYER against Controller 2 COACH, 

~ бое player game. 

= Controller 1 COACH against COMPUTER. 

— Two player game, 

= Controller 1 COACH against Controller 2 COACH. 
COMPUTER againat COMPUTER, 

= Computer plays both teams! 

~ SKIP to the results of the game. 
(in regular season games only) 


ily skip past the display screens of SKP 
low you o skip to the next 








г Season Game 


© see page 17 
2 see page 17 
see page 18 
see page 18 
S see page 18 
1—® see page 18 
{15 see page 21 














‘Team Control: Use this option to choose the play 
mode for games between the various teams (see the 
Team Control page for details — Page 15). 


2 Schedule: Use this mode to confirm the 17 week game 
schedule. You can see four weeks ahead or behind by 
moving the + Control Pad up or down. 


+ You can also use this mode to check the play-off 
schedule. Press the ® button during the schedule 
Screen and the command screen will be displayed. 
(Use the ® button to return to the schedule screer 
Use the + Control Pad to choose “Play Off рге 

$ = шоп, and the play-off 

cama schedule will be displayed. 

Move the + Control Pad to the 

right or left to see the entire 

play-off schedule, (See page 

21 for details concerning the 

reset command.) 





the 













Play-off schedule 





+ Slide to the right or left 





"ro Skip" — To automaticly skip past the display screens of SKP-ys-SKP games, select 
“ato Sip rom the schedule window. Use the + Control Pad to select “Auto Skip“ than 
press the G button. Ta week 00° window wil appear. Use the 4 Control Pad up or down 
FD ect the number af weeks you would Ike to p. (NOTE: only SKP-vs-SKP games in 
the weeks chosen wil be sipped for the schedule), Pressing the ® button continuously 
жй сисе "Auto Sp 




















/8 Game Start: Use this mode to start the games in the 
scheduled order. The flashing match-up on the schedule 
list highlights the next game to be played. The results 
of the games will be recorded in the game's memory. 


@ NFL Standings: Each team’s win/loss record is displayed 
according to the conference it is in. During the regular 
season games or after their completion, a >: mark will 

pear next to the name of the division winner and 

Отак next to the name of any team that has won a 

wild card berth (according to the team’s win/loss record). 


PCT — winning percentage 
PTS - total points scored 
OP - total points given up 





© Team Ranking: Use this mode to see the offensive and 
defensive rankings of all the teams in the league, or in 
опе conference, for the following three categories: 
rushing, passing, and total yardage. Use the + Control 
Pad to select the category that you want to see and 
press the ® button to enter your selection. 
Тиме Do tara ante below | Prt the + Corti Pad owns 

place 


To etum to the higher rankings Press the + Control Pad upwards 





To son th rankings in another Move the + Control Pad to tha laft or 
catagory right to move the "D^ mark and then 
| press the © button to enter your 

selection. 


© NFL Leaders: Use this mode to see the records and 
rankings of the top thirty players in each category. 
Choose the category and the league or conference 
that you want to see and then press the ® button. 





* Changing items — Moving the + Control Pad to 
right causes the screen to slide and 
the item window to appear. Move 
the + Control Pad up or down to 
move the cursor in the window and 
select an item, then press the ® 
button to enter your selection. 





+++ 





To soe the teams ranked below 7th place | Press the + Control Pad dawnwa 


To return to the higher rankings Press the + Control Pad upwards, 
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* Looking at the categories 


Play Items 
PASSING 
RAINS + Rating poins 


СОМ? Completion percentage 
ATTEMPTS 

Come. Completions 

YARDS 

YARDSJATT. сҮр attempt 

ТО PASSES — Touchdown passes 

— Se Lowest nah percentage 


vanos 
ATTEMPTS 

YARDS/ATT Yards per attempt 
TOUCHDOWNS 


@PUNTING 
AVERAGE 

PUNTS 

esacks 

Select "Sacks" to 
quarterback sacks 
O KICKOFF RETURNS. 


AVERAGE 
YARDS 
RETURNS 
TOUCHDOWNS 





the numbar of 
itn) 





S RECEIVING 

RECEPTIONS 

9 

YARDSIRCT. - Yards per reception 
TOUCHDOWNS 


e SCORING 
POINTS: 
TOUCHDOWNS 
EXTRA PTS, Extra points 
fü Fei goats 
· INTERCEPTIONS 
м Inteceptons 
anos 
TOUCHIOOWNS 

PUNT RETURNS 


AVERAGE 
nos 
RETURNS. 
TOUCHDOWNS 


© Team Data: See the section concerning Team Data 
(page 8) 





© Reset command 


What do you do when you want to start a regular 
season all over again? Press the & button during 
the NFL schedule screen and a window will appear 
with commands for seeing the play-off schedule 
and a reset command. (Press the ® button to return 
to the NFL schedule screen.) Choose the reset 
command and press the ® button and a photo 
question window will appear. Be careful because if 
you choose "Yes" here all of the information in the 
cartridge memory will be erased. 












ж “Question window’ Ifyou are continue your 

Regular Season Game (s) 
to the Play-off level, the 
Play-off Schedule and 
graph will appear, Press- 
ing the ® button at this 
point will return the 
schedule to the screen, 
then you can call up thi 
reset command to clear 
the memory. 





+ If autoskip method has been assigned, it can not 
be cleared by a standard reset. You must use the 
main reset on the NES unit. 






































4. GAME START 


It's time to start the action! 


When you have finished checking all of the data and 
making your team settings, select your Team Control 
mode. 
NOTE: When you are getting ready to play a regular 
season game by yourself, be sure to start the 
game after checking the schedule and the Team 
Control mode, because the schedule may be set 
to a two player game of MAN vs MAN or COA vs 
COA, in which case you won't be able to play a 
one player game. 


Controller 
+ Cont Pad 


| button 
P 99-ы 


T 
Select Button- Start Button 


(pot used) 
O List of Control Techniques 


Play Selections 


| Selecting a RUNNING play The + atri Pa 





V e а buttar аланнан 


Stecing a PASS play The Cont Pad and те ate залов 


Whun you won o y a td make 
S punt, take а oa or whan ys 
want to тае a player substitution, 


Moving Be D^ mar 
The baton to pen the widow, ehe + Corb 

alt make yor selector, und press the buen 19 

titer yar nc or Da buen o cancel our choice 

















rg the detense formato phy 
— change) 


tario your choice D ution 





or) 


Sur ton 





E 





Offense 
[ Choosing a contr mode С Ss 
(00 | det 
Гев 


Come into contact with the pi © 
rator eur 


тыл 





Т 





Бош the conotale The Фо Ф button wen both tears are d for pay 


ттн 
Dig tace. par ple coy e bal prs the button 
пова ome a рии ame into contact with Ihe ployer and hun press e 


tote ere ts repente 


Kick-off, Half-time 
p 





в + Corr Pd to maka your choice ud pis 
fen to vtr pour choc 





Wen you want sip rn | bution 


List of Main Window Control 








ГС + contol 
СТЕ baton 

— sco ant ‘Beton 

Fei oe prvi ic 

— рше te Sunt baton 

Tere fens sates 

‘hoon a cuoi made (Т2 





эз 
































Before the game begins, the referee performs the coin 
toss to determine which team has the right to choose 
the first kick-off. The team that wins the coin toss can 
choose to either make the first half kick-off or return it. 


To skip the coin toss screen — 
press the © button. 





E 








© Kick-off 
«то kick off — press either the ® button. 


A kick-off meter will be displayed at the top of the 
screen. This meter will grow longer and then restart, The 
longer the meter is the farther the kick will go. Watch 
the meter carefully and kick the ball by pressing the ® 
button when the meter is at its longest point. 


*то make an onside kick 
— kick the ball when the meter is in the blue. 


You can control the player 
carrying the ball when the 
kick is being returned or 
when the ball has been 
recovered by the kicking 
team on an onside kick. 





© Controlling the offense 


‘Once the play has been whistled dead, the play select 
screen will appear. 


* Name of the player canying the ball The Play Select Screen 








The Play Select Scan * Press the controller button in 
accordance with the instructions 
displayed on the screen to run the 
play that you have chosen. 

(For a running play — Use the + 

Control Pad and the @button; Fora | 
pass play — Use the + Control Pad 

and the ® button.) | 


өто display the Play Strategy Window — press the & button 
(press the ® button to close the window). 





“The [> mark moves up and down” 











+ "Play Strategy Window" Use the + Control Pad to 
o select a play category and — 
your center has snapped the ball, instead of the 
® — — — kick meter, a >” mark which determines the direction 
o тена — th of the kick will move up and down in front of the kicker. 
| ә Play Strategy Window qM The ball will fly in the direction of the “>” mark, so time 
®- rashes iced Se; ‚mark carefully and then press the ®button to make 
2) Use this mode to call a time-out and stop the clock ® Use this mode to call up the player substitution scre« 
(you can take three time-outs each half). layer screen will al 
| @ Use this mode to kick a punt (and give the ball to the Zhe pier ue — o авта 


other team) by pressing the ® button. Once 

your center snaps the ball the kick meter will begin. 
The longer the meter is the farther the kick will go. 
Watch the meter and make your kick by pressing the 
| ® button at just the right time. 


® Team name. 
® The player's positions 
are displayed according 
to their uniform 
numbers and special 
symbols. 
© The names of players 
who are currently in 
the game are displayed. 
displayed. 






© Use this mode to try a field goal. el 


| To make a kick — press the ® button | 


| @ The names of kick-off and punt returners 

© The names of players on the bench are 
mark appears next to the names of injur 
indicating that they cannot play in the game. 
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• Controlling the Game 


1. To move the “>” mark for selecting players 
— use the + Control Pad. The “>” mark can be moved 
in the “Players” and “Returners” columns. 
* To look at the data for the player that you have 
selected — press the start button. 
* When you move the “>” mark within the “players” 
column, the position of the player being chosen will 
flash on and off. 

2, Making player substitutions 
Choose the player that you want to replace, press the 
button and the “>” mark will appear. Move this marker 
to the name of the player that you want to put in the 
game and press the @button again. The substitution 
will then be made. 
* There are certain limitations on substitutions due to 
the positions of the players. 








Position Players who can enter the game as a substitute 
ов * OB only 
RB, WR, TE,KA,PR ж RB, WR, TE, KR. PR 


* Changing returners 
Returners can be changed without making substitutions 
by having a player already on the field change his position. 
(There is a high probability that the Returner will be injured.) 
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= When a player has to leave the game due to an injury. 
‘Once a player has been injured, the game cannot be 
continued until a substitution is made for the injured 
player. 





gets injured, he won't 
be able to play in the game. 


Tm finally getting out of the 
hospital Now I'm rally going to go 
wil” 





3. After, you have chosen your play from the play select 
‘screen, you are ready to begin the action. 


To make the snap — press the ®button 
* Running plays 


То control the player carrying the ball | + Control Pad 


To knock away the delensive players 
trying to make a tackle 


The player being controlled. 
the receiver on a pass play 


Press the button repeatedly 





First dawn chains 


* Pass Plays 


Pass plays can only be made by first choosing a pass 
play from the play select screen. 


After making the snap by 
pressing the O button, 
get ready to make a 
pass. A Y mark will be 
displayed above your 
eligible receivers. Press 
the @ button to move the 
indicator to the receiver 
that you want to throw 
the ball to. 





To choos 
receiver 
aftar the snap 





pass 





To make а pass tothe | Press the © 
receiver with the Wark) button 
displayed above him 





* If your quarterback does not have a very high passing 
ability (pass control, passing accuracy, etc.) your pass 
may not go where you intend it to go. Whether or not a 
pass is completed depends upon the ability of your 
quarterback and your receiver. It’s a good idea to avoid 
trying to make passes that you don't have a good 
chance of completing. Use passes wisely to get past the 
defense and into the end zone for a touchdown. 


© Controlling the Defense 


a) When the play select screen has appeared, try to 
guess what type of play the offense is going to run 
and then use the controller to choose your defense. 


To defend against running plays Press the + Control Pad together with 


the button, 
To defend against pass plays Press the + Control Pad together with 
the @button 
To lok at the commands in Press the Obutton (press the © 
the 


the Defense Window button to c 
Use the + Control P 








To entera command choice 
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| Press the @ button 


Defense Window + © Use this mode to close 
the window (same 
: function as the ® button). 
@ Use this mode to call a 
zu time-out and stop the 


clock (you can take three 
time-outs each half). 


b) When both you and your opponent have chosen your 
plays, you are both ready to begin play. 


Select the player that you want to control — 

while you are. 
both lined up 
for the play 
press the ®or 
'B button. And 
each time you 
press the but- 
ton the player 
you can control 
will change. 





To control your player | Use the + Control Pad 


To make a divin tackle Get near the other player and then press the button 
{this will knock down any player) | 


To shake off a player | Press the (Dbutton repeatedly 

who has grabbed 

onto you | 
= When a play has been whistled desd, players an the offensive team may be injured. 





Id en canat um game ol hoy Nave recovered Irom their In 
‘Mate sts t ace би тина players (es pag 25 for det оп player substitution) 
Some players ий reed tee gune a recover Nam hat juries 


© Game composition 

А game is made up of the first and second quarters, . 

followed by half-time (which can be skipped by pressing 

the ® button) and then by the third and fourth quarters. 
a 











5. The Road to the Super Bowl 








‘The road to Super Bow is long and rigorous. Without outstanding 
technique and play strategy the Super Bowl is an unattainable goal. 
Keep polishing your skills and use your best play strategy to achieve 
victory. 


TECHNIQUE SECTION 
* Running Plays 


D Avoiding a diving tackle 

When the COM is about to make a diving tackle the defensive 
player will get ready to dive and then he will attempt to tackle your 
player, To avoid being tacked get out of the way just as he is getting 
ready to dive. 





* M the defensive player gets ready to dive 


Make the most of your running back's talents 

Some running backs like to use their strength to bowl over the. 
defense and plow straight ahead while others like to use special 
techniques and speed to avoid tackles. When you are controlling a 
powerful runner (a runner with great hitting power), have confidence 
in his strength and run him straight at the defense. 

When you are controlling a skillful running back (a runner with 
running speed and rushing ability), head upfield by eluding the 
defense's tackle attempts. 
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X Pass plays 


Look for an open receiver 
Don't throw a pass to a receiver who is well covered by the defense 
ог the pass may be knocked down or intercepted. Look for an open 
receiver and then pass the ball to him. 


JER 


— Well covered receiver 


© Well covered receiver 
*- Open receiver 


отһе success of your passes depends on the ability of your 

earerbock and receivers я 
ен. 
wil eor yot to con piet pases With talented player itis possible 
Ve male pst even ubica Jour players are coveted. However f your 
тестте not talented, һе might drop the ball even though he's 
wide open. Likewise, if your quarterback isn't talented, he might 
Tove fe ball so badiy at jour receiver can't catch 








‘Use your ace receiver when it really counts 
If you have an ace receiver on your team who is extremely talented, 
try throwing the ball to him in situations where it really counts. 





*Defense 


DIntercepting the other team's passes E 
Move your defenders into the arca that the offensive team’s pass is 
heading, Then, if your defenders are talented enough, they might be 
able to make an interception. 


эз 





STRATEGY SECTION 


Маке the most of your team’s talents 

There are many different types of teams — good passing teams, good 
‘running teams, strong defensive teams, etc. Find out what your 
team’s strengths are and then make your play choices based on 
those strengths. 


Take away your opponents stro 

Sead ec йы ын eke re ea strengths and weaknesses. 
During the game concentrate on shutting down your opponent's 
favorite plays and upsetting his game plan. 


» 





AUTO SKIP SECTION 


[SEASON GAMES 

For Season Games, the computer can automatically skip thru the 
оов display screens for those games which are set to БИРБИ 
in the Team Control screen. 





Select "GAME START” from the 

options window. By pressing 

the START В! and the 

® button simultaneously, the 

display screens of SKP-vs-SKP 
‚mes will sequence automatically. 

(Otherwise the @ button must be 

pressed repeatedly.) 


+ Options Window 


You may cancel this choice by 
pressing the ® button continuously 
during the “Tecmo Sports News”. 
When the game pauses, press the 
® button once again to return to 
the Option Wi 


Pressing the START BUTTON and 
the © button simultaneously 


+ TECMO SPORTS NEWS 
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TEAM INTRODUCTION 





AFC EAST 

Т BUFFALO BILLS BILLS 
Theil no- [ез opposing defenses to hop to sana 
оне ies te quarerac o take aónrage 
Fr — umen Thomas В1 
pl м вп зеден receiver out he act 





Пее йб Ети Bit Sii is a dominating presence who directly affects 
‘opposing offensive game plans. 


(INDIANAPOLIS COLTS 
The Colts are using the two-back set more often te the running 
and receiving skills of Albert Bentley. Wide rece in isa 


зе 










dangerous kick теште. Quarterback Jett Georg 
the major trade the team made in order to draft 
тоф, Duane Bickett, and Chip Ban 
defensive unit that loves to blitz the 
of the best inthe league, 











ters NEW YORK JETS 


(f) MIAMI DOLPHINS 











vith rung back Sammie Sith and lack Tony a 
ve mor balancat oleae tack Dan Marino si a 
te ete he ae ando ecos Mark yon and 
Mar “and tight end Ferrell Edmunds. Defensive end Jeff Cross and 
lir John Offerdahi are the leaders of the "Miami Pound Machine" 
delen — 

JA NEW ENGLAND PATRIOTS 


Wide receivers Irving Fryar and Greg McMurtry are a lj Sopa 
Bruising running back John Stephens and tight en ok am tho 
featured players in the Patriots ball-contol offense Optensive ends Ray 
Anes sd Bront Wins ап де bookends o ngal that 
tides linca Ed Reynolds, ndn Tipe, й oe jieton, 





— 
JETS 
The dla i Thomas and rented freeman Hel rel 


the Jets Rob Moore takes some of the receiving 
burden ck Kon O'Brien another deep threat, 
De х Tony Stargll make quarterbacks pay for 


throwing the football. 








эт 


AFC CENTRAL 


mows CLEVELAND BROWNS BROWNS 
When the Browns want to ran over defenders, they pair Kevin Mack and 
Leroy Hoard in the backfield. When they want to run around defenders, they 


Si bal apt seatback Fe etl Wie eaves Webster 
S | Fog nghe pause receivers who wi go into 
th lo е del 10 make reception. — — 


and Mike Johnson are good at stopping both the run ar 
Cornerback Frank Minnifield is almost unbeatable in one 





‘CINCINNATI BENGALS 


ERNES 








Buffalo may receive more attention for its no-hudle offense, but the 
Bengals are the innovators ofthe explosive scheme. Quarterback Boomer 
Eslason has an impressive arsenal of weapons in running backs James 


Brooks and Ickey Woods and recaivars Eddie Brom ang Tim McGee Tight 
‘end Rodney Holman is the team’s possession river. Defensively, salety 
David Fulcher and outside linebacker James Francis are a pair of heavy 
hitters who make receivers hear footsteps and ball carriers tun scared. 





зв. 





[Houston опевѕ 
With, (, Warren Moon at the trigger, the Oilers’ Rur 
effe ll gun down any defense in the NFL. Receivers Haywood Jeffires, 











nd Curtis Duncan are the most dangerous 

in te league. The Oilers 4-3 defense Is wel sulted for 
hing skills of defensive tackle Ray Childress. Linebackers Al 
ads excel at stuffing the run, while strong 
il lads Houston's “Al Pato” secondary. 








@prrrssurcu STEELERS 
The Steelers have a lot of confidence in their gutsy, sty 
quarterback, Bubby Brister. Versatile Meril Hoge, wh 
‘back positions, is a dangerous receiver out of the bit) 
‘pounds tight end Eric Green is the largest deep thí 
Linebackers David Little and Bryan Hinkle аге the @ 
defense that grudgingly gives up yards. 
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JDDENveR BRONCOS 
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AFC WEST 
BRONCOS 


—— mata Мө рен» 

туз slippery moves make it dificult for defenders to 
ит асана: Vance Jonson, Mark Jackson, and Ricky 
but they make clutch receptions. Safety Steve 








KANSAS CITY CHIEFS 
Quarterback Steve еве is опе of the toughest 
Running backs Christian Okoye and Barry Word are 
Who are hard to bring down. Stephone Paige is 
receive, while Robb Thomas is an elusive des 
Thomas and Percy Snow wreak havoc on opposing ball carriers and” 
quarterbacks. Comerbacks Albert Lewis and Kevin Ross and safeties Kevin 
Porter and Deron Chery make up one of the best secondaries in the league. 







m SAN DIEGO CHARGERS 


©: LOS ANGELES RAIDERS RAIDERS 
gamdiessiof who's playing quarterback, the Raiders’ offense will move the 

3 runt inhing and receiving ‚skills of Bo Jackson, Marcus Allen, and 
posing defenses al balance, Wide receivers Wile 

nd good hands. Greg 

j, Bob Golic, and Scott Davis compose one of the 

in the NFL, Unsung comerback Terry 

regret trying to throw at him. 






















‘Quarterback Billy Joe Tolliver is a good medium-to-short-ra 
Marion Butts is the swiftest 250-pound running back in the l 
Chargers would fike to pair him. er 
‚Ronnie Harmon. Speedy receiver rt nth 
Coverage Bar Grossman, Leia O'Neal- and Lee Wilma d è 
‘pressuring the quarterback. Linebacker Junior Seau has good speed and 
‘can both blitz and drop into pass coverage. 





EZ)SEATTLE SEAHAWKS Seahawks 
The running. of John L Wiliams and Derrick Fenner propels the Seahawks" 

jack Dave Krieg is а high percenta 

does. 1 finding receivers Brion Blades and Tommy 
— Kennedy, Tony Woods, Jacob Green, 

‘against the run and the pass. Linebackers 

fus Porter and Dave утап make good reads and always find the bal 
Strong safety Nesby Glasgow is а smart, hustling player who wants in on 
every ply. 











a 








NFC EAST 
* DALLAS COWBOYS COWBOYS 


Quarterback roy Aman and running back Emmitt Smith are comerstones 
of an explo young offense. Michael Ivin is the deep threat, while Kelvin 

receiver. Tight end Jay Novacek is one of the best 
“nds in the league. Defensive ends Danny Stubbs and 
tensive tackle Jimmie Jones are excellent pass rushers 
who do bf caving in the pocket. Linebackers Jack Del Rio and 
Ken Norton are big hitters who make plays. 





GINS NEW YORK GIANTS 


‘contol offense, Otis Anderson and 
Caters and scatback Dave Meggett 
backfield. Whenever Phil Simms is loo 
end Mark Bavaro Inthe ft, or throw 
Stephen (Touchdown Maker) Baker. Weriantshaveraguabiy the best 
linebackers in the league in Lawrence Taylor, Cat Banks, Pepper Johnson, 
and Gary Reasons. 








E 


~f PHILADELPHIA EAGLES 





EAGLES 

Versatile running back Keith Byars is an excelent receiver out of the 

backfield. The blocking and receiving skils of Keith Jackson make him 

е NFL tight eng. Neutralizing the Eagles” defensive line is not 
aging Reggie White and Jerome Brown only will 

free up fe Simmons and give him a clear path to the 

С jebacker Seth Joyner covers a lat ol ground and has. 

э nose forth football Comerbacks Ben Smith and Eric Allen allow vary few 

passes to be completed in the secondary 







PHOENIX CARDINALS CARDINALS 
Opposing defenses should be aware of quarterback Timm Rosenbach's 
mobility. He throws just as well on the run as he doos in the pocket. 
Running backs Johnny Johnson and Anthony Thompson 
finest young backfiels in the league. Ricky Proelil and Roy 
of sure-handed receivers with deceptive speed. Defensively, 
‘and Freddie Јов Nunn excel as pass rushers, while linebackorsiĝfic Hill and 
Anthony Bell do a solid job of stuffing the run. Strong safety Tim McDonald 
hits lie а linebacker and covers receivers like a comerback. 









WASHINGTON REDSKINS REDSKINS 








Quarterback Mark Rypien has done an outstanding job mastering coach Joe 
Gibbs sin "Whenever Rypien gets into trouble, he can count 
on his receivers, Gary Clark, Art Monk, and Ricky Sanders-to 

coms up. reception. Gerald Riggs and Eamest Byner are a pair 


of thickthighed runners who'll trample over any defender in their path. he 
hustling pursuit of veteran defensive end Charles Mann and linebacker 
Andre Colins makes it difficult to gain yards against the Redskins’ defense. 
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МЕС CENTRAL 


CHICAGO BEARS BEARS 
Jm Harbaugh is опе ofthe most accurate passers in the NFL. The running 
and yl nt running back Neal Anderson keep the defense off 
Davis and Ron Moris have the speed to get open 
Catch over the middle. Linebacker Mike 







of the Bears defense: Defensive end Richard Dent 
Jon o he league's premier pass rushers Few defensive 
backs clos@.gn the ball and have a knack for interceptions like Bears strong 
заву Мак Carr 


Уй DETROIT Lions ши 


The по and ai ol quack Rodney Peta a 
offense. No other NFL running back posses 
— Lon Bary Sanders Wild c 
catch anything he gets his hands on. Nose t 
Job of tying up blockers and allowing linebaci ichael 
Cater, and Dennis Gibson to make tackles. 
am lr player who пени lows a citt get behind him 







GREEN BAY PACKERS PACKERS 
The Pac їп the magic of quarterback Don Majkowski, The 








back Darrell Thompson is a tough inside 
a valuable possession receive. Fiery linebacker 
v, and plays an even better one. Linebackers 


Y MINNESOTA VIKINGS VIKINGS 
7V The more the Vikings utilize Herschel Walker as a пй} ат receiver, the 

mor success theyll have moving the football. Quarterback Wi Witson s 
э poised leader who wil not panic in the pocket. The Үз ave two of 
the most dangerous receivers in the Teague in Anthony Ctr and Hassan 
‚Jones. Defensive ends Chris Doleman and Al Noga are qui of the ball 
Strong safety Joey Browner is a big-play maker who makes key hits and 
interceptions. 





2» TAMPA BAY BUCCANEERS | ricos 

‚are а youthful team full of potential, Quarterback Vinny 

soe winds ed SR d cares 
ren 

‘bounces off tacklers. Linebackers Kevin Murphy and: 

канша See tetas Hai cy 
ште Hae 







эз 







NFC WEST 


ATLANTA FALCONS FALCONS 
"fied Gun" Offense can shoot holes through any defense in 

ing of Mike Rozier and Steve Broussard complements the 
pot quarterback Chris Miller. Sticky-fingered receiver Andre 
(з favorite target. Linebackers Jessie Tuggle, Michael Reid, 
wer lead Atlanta's “Grits Blitz” defense. Free safety Scott 
vellent support against the run. Cornerback Deion (Prime 
is one of the fastest players in the league. 


nams LOS ANGELES RAMS AAMS 


^ 


Quarterback Jim Everett leeds а potent offense that can score from 
anywhere on the football field. = receivers Нету Ellard and Willie 


Anderson have to be double- is 
multi-purpose workhorse wi per 
Linebacker Kevin Greene is one of the best pass rushers in the 


jue. Versatile Jerry Gray is the prototype NFL defensive back 














+ NEW ORLEANS SAINTS SAINTS 
the football ike tho Saints; Running backs Dalton iliac 

| Mayes and burly fullback Craig Heyward are hard-nosed ball 

down markers moving. Wide receiver Eric Martin is 

¡the possession receiver. The Saints’ linebackers are the 








strength oftheir defense. Outside linebackers Pat Swiling and Rickey 
Jacks i pass rushers and inside linebackers Sam Mills and 
Vaughan Jahoson are solid against the run and in pass coverage, 


(SAN FRANCISCO 49ERS 49ERS 


The 49ers are hard to stop because they have so many-wsapang, Jos 
Montana is arguably the finest quarterback ever Jj ў 
passing to receivers Jeny Rice and John 

‘backs Roger Craig and Tom Rathman. Chat 
rusher who will line up at defensive end or line 
of fre safety Ronnie Lott inspires the 49ers" entire 
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COMPLIANCE 
WITH FCC REGULATIONS 


This equipment generates and uses radio frequency energy and if not installed 
and used properly in strict accordance with the manufacturer instructions, 
interference to radio and television reception may occur. It has been type tested 
found to comply with the limits fr а Class B computing device in 

accordance with the specifications in Subpart J of Part 15 of FCC Rules, which 
are designed to provide reasonable protection against such interference in а 
residential installation. However, there is по guarantee that interference will not 
occur in a particular Installation. Hf this equipment does cause interference to 
radio or television reception, which can be determined by tuning the equipment 
оп and off, the user is encouraged to try to correct the interference by one or 
more of the following measures: 

= Reorient the receiving antenna. 

= Relocate the NES with respect to the receiver 

— Move the NES away from the receiver 

= Plug the NES into a different outlet зо that computer and receiver are on 

differant circuits, 

I necessary, the user should consul the dealer or an experienced radio/ 
television technician for aditional suggestions. The user may find the folowing 
booklet prepared by the Federal Communication Commission helpful 
How to identify and Resolve Radio ~ TV Interference Problems, 
This booklet is available from the U.S. Government Printing Office, Washington, 
D.C. 20402, Stock No, 004-000-00345-4, 
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90-DAY LIMITED WARRANTY TECMO GAME PAKS 


90-DAY LIMITED WARRANTY: 


Tecmo, inc. (“Temo”) warrants to the orginal consumer that this Taco Вали Pak (“PAK”) 
(at incluing Game Pak Accessories or Robot Accessories) sal be Iree trom delect in 
material and workmanship fora period of 90 days from date of purchase. H а defect covered 
by this warranty occurs during the 90-day warranty pero, Tecmo wil repair or replace the 
PAX. a ts option, ree of charge 

То recti ths waranty sence 

1. DO NOT return your detective Game Pak to the retailer. 

1. Naty the Tecmo Consumer Division of te problem requiring warranty sevice by calling 
1-219-328-5600 
‘Our consumer Division is in operation rom 8:00 AM. to 6:00 Р.М. Pacific Tine, Monday 
— 

з. he Tecmo service technician is unable o мйне ha probum by phon, h wil provide. 
you witha Retum Authorization number Simply record this number on the outside 
Packaging of you detective PA and wu yow PAK right repa, tur М 
— together with you sales tp oc imlar rol-f-purchare within the 90-day 
— 

Tecmo, Inc. Consumer Division: Victoria Business Park 18005 $. Adria Maru Lane 
Carson, CA 90746 


‘This waranty shal not apply f the PAK has been dan 
‘unreasonable uve, modicaton, tampering. o by oth 
materials or womans No 


REPAIRS AFTER EXPIRATION OF WARRANTY: 


Jf The PAK develops problems after the 90-day warranty paid, you may contact the Teoma 
Consumer mision at the phone number noted above, Y ho Tecmo Sorico tachniclan is 
unable 1 solve the probem by phone, he may provide you with а Return Authorization 
umbar. You may then record this number o the ouside packaging of the defective PAK 
‘and return the detective РАК eight prepaid ta Tecmo, yder for 
10.00 payable to Tecmo, Inc. Tecmo wil, at йз option, u 

‘pair the PAX or replace it with а new or repaired PAK I 
‘the detective PAK wil be returned and the $10.00 payment refunded 


WARRANTY LIMITATIONS: 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY 
AND FITNESS FOR A PARTICULAR PURPOSE. ARE HEREBY LIMITED Т0 NINETY DAYS FROM 
THE DATA OF PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH HEREIN. IN 
NO EVENT SHALL TECMO BE LIABLE FOR CONSEDUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE BREACH OF ANY EXPRESSED OR IMPLIED WARRANTIES. The 
previsions af this warranty are valid in the United States only. Some states do not allow 
бао on how lang an implied warranty lasts or exclusion of consequential or incidental 
damages, зо the above iitabons and exclusion may nat aol to you. This warranty gives 
you speci legal rights, and you may аво have other rights which vary rom state to state. 










































SUI ER BOWL. 


rr QUICK REFERENCE 


And easy understanding on how to play TECMO SUPER BOWL 

after pressing the start button, the following settings will 

be required. 

1) ONE PLAYER GAME in the Regular Season 
Choose "Season" from the main menu and the options. 
window will appear, then proceed as follows: 

A) TEAM CONTROL: 
b Pick your favorite team 
@ Change the mode from “skp” to "man" 
— Press the ® button — 
(3) Press the @ button — Back to the options window 
B) SCHEDULE: 
Ф Press the © button 
© Select “Auto Skip" from the schedule window 
@Change "TO WEEK 00" to "TO WEEK 17" 
— by using the + control pad up or down — 
@ Press the O button 
© Press the ® button — Back to the options window 
С) GAME START: 


Press the ® button 


TEC-AU-US 


2) TWO PLAYER GAME 


A) Choose either “Pre-season” or “Pro Bowl" 
from the main menu 

B) Select “MAN VS MAN” 

C) Press the ® button 


Now, you are ready to enjoy “TECMO SUPER BOWL" 
+ Basic command operation: 


Ф button — entering your choice 
O button — canceling your choice 
* Control of offense: 


Snap = ®button 

Kick = (b button 
Selecting a receiver — ® button 
Throwing a pass = (b button 

* Control of defense: 

Choosing a player — — Ф ог ® button 
Diving tackle = O button 
Knocking down an —Dbutton 
offensive player 
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